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2 ABSTRACT
 900 million people across the globe tuned in to watch the London 2012 
Olympic Opening Ceremony on television. The International Olympic Commit-
tee’s (IOC) own broadcasting division circulated over 100,000 hours of coverage 
to respective national networks, extending the breadth of the Olympic telecast 
into every one of the 204 participating countries. At the conclusion of the Games, 
more than 1 billion views had been recorded on NBC’s YouTube webpage spe-
cifically designed for Olympic coverage. In a time when occupation of space via 
digital media is the preferred method of experience, what is the agency of the 
architect? Stadiums once designed for hundreds of thousands are left empty while 
ceremonies and events are choreographed for live television audiences. Not only 
has architecture become a picturesque backdrop in a finite number of pixels, but 
the crafting of experience has been delegated to filmmakers, broadcast media 
conglomerates, and social media users. If the habitation of the Olympic Park now 
occurs primarily in digital space, this must become the realm of the architect.
 This project operates through the analysis and imaging of several concepts 
situated within and outside of architectural discourse in order to redefine the role 
of the architect before it becomes obsolete.
 The role of architecture in the Olympic Movement has shifted from depen-
dence on outdated physical and infrastructural models to integration with broad-
cast, digital, and social media on a fundamental level.
 Through the design and occupation of these spaces created in media, 
architecture has the potential to redefine Spectator, Spectacle, and Site and thus 
reinvent the Olympic Games.
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5EXECUTIVE SUMMARY
 There is no event in the world quite like the Olympic Games. Building on 
centuries of tradition and yet modernizing at every turn, it is unique in its ability 
to transcend both time and space and therefore exist as a collection of ideals. And 
yet the reality of the Olympics is that it leaves a trail of damage in its wake. Host 
cities experience a great deal of unrest due to the massive and rapid need for new 
infrastructure and construction – take Athens 2004 and the current state of the 
Greek economy as an example. Legacy movements, or a city’s attempt to reappro-
priate Olympic venues and stadia after the Games, are often apathetic and rarely 
successful. The current controversy over the use of the London Olympic Stadium 
is proof that one of the most advanced cities in the world has trouble adapting an 
international stadium into its cultural fabric. Its pending ownership by the popular 
West Ham football team has been contested and revoked several times in the past 
year.
 The heart of this problem lies in architecture – the Olympic Movement is 
siteless and timeless. Citius, Altius, Fortius is a motto representing the will of the 
human body and imagination, not the necessity for a multi-billion dollar stadium. 
The Games are able to move from city to city every four years, but are delivered 
to the world through television via the Olympic broadcast no matter the location. 
If 99% of the world experiences the Olympic Games through television or live 
streaming, then the massive amount of construction going on at ground level is 
only for the purpose of an infinitesimal amount of people. A small fraction of the 
audience makes economic decisions with massive implications. 
 This is a backwards model. I liken it to the set of a stage production; if the 
Olympics as a whole are a performance to be watched on television, then surely 
the stadiums are only props, and they should be designed and built in a way that 
allows their disassembly after the performance is over. Theater professionals refer 
to this as “striking the set”. Instead cities are forced to formulate Legacy projects 
that rarely take off.
 What if architecture were to challenge the role of broadcast media in 
portraying the Games? As a profession, architects shy away from the digital as an 
area for design because they claim it does not involve physical, habitable space.
I contend that they are wrong.
 In every aspect of our lives, and especially when we assume the role of 
Olympic Spectator, we inhabit digital space as we watch. When we sit on our 
couches in the United States and watch a Japanese swimmer win a medal in Lon-
don, we are all suddenly transported to the same place at the same time. Broadcast 
media, specifically television, has achieved a kind of spatial simultaneity that still 
eludes architecture. What if an architect could harness the capacity of a broadcast? 
6  What if, in the context of the Olympics, the digital space of co-habitation 
experienced by every viewer at once were the architectural design, rather than a 
stadium which becomes obsolete after four weeks of consistent use? What does it 
mean for architecture when such focused, yet shared digital environments are cre-
ated? And why is this not an area for architects to operate?
 For my architectural thesis and Capstone project, I reconsider the role of 
broadcast and digital media in the Olympic Games. I propose a media-based con-
struct which will allow every spectator to experience the Olympics, giving them 
the illusion they are in the stadium. What I envision is a digital reality that is more 
immersive than the act of watching television, allowing the audience to connect 
with the Games more fully than a traditional viewer. This is not only exciting on 
a technological level, but could seriously reduce the financial and infrastructural 
impact of the Games on the ground.
 To be clear, I do not challenge the athletic, competitive aspect of the 
Games. Physical competition, as far as I can conceive, is a group activity that 
must occur in the same time at the same place. The notion of celebrating athlet-
ics together as a people must, for the time being, manifest itself as a mass event 
where athletes can compete together and break down international boundaries. 
This is the most integral and, frankly, most timeless aspect of the Olympic initia-
tive.
 Where I intervene is the space in between the spectator and the Games. 
If we conceptualize our viewing of the Olympics in layers, the television specta-
tors exist at the outermost layer, relying on the vehicle of mass media to transport 
them to the Games. In between are the companies and officials who decide what 
content viewers see, when they see it, and where they see it on television. The in-
nermost layer consists of the athletes and performers providing them with content 
to view. The role of the spectator is changing with the advent of social media, live 
streaming, and the nuances of broadcast differences in every country. The BBC in 
London, for example, broadcast a different Opening Ceremony in 2012 than we 
got to see on NBC in the United States, creating two different groups of viewers. 
Architecture cannot intervene in the act of performance in this case. Where it can, 
however, is in between these layers – at the level of broadcast media. Instead of 
marketing officials, what if architects decided what viewers saw, when they saw 
it, and in what way? Is this not already what we do with buildings? Why do we re-
linquish this control in the viewing of our work for these broadcast media events? 
Surely architecture can operate in mass media, in a digital realm of habitable 
space.
7 The research for this project begins with a consideration of media’s role in 
the Olympics. Much of our perception of the Games comes from the widespread 
dissemination of the photography and video associated with them and the Move-
ment. Technology in the Olympics has advanced rapidly, with the switch from 
film to digital photography, portable video recording, and the connectivity enabled 
by the Internet. Architecture, on the other hand, has remained, in essence, re-hash-
es of the Coliseum model – a bowl-shaped aggregation of seating and decorative 
ornamentation on the exterior. The Bird’s Nest, while arguably stunning in pho-
tography, is a prime example.
 This project proves, through rigorous analysis of occupancy, viewership, 
and media exposure across the past five summer Olympic Games, that we are fast 
approaching the age of the Media Games. It is actually becoming more convenient 
to watch the scripted, reconstituted NBC primetime broadcast than it is to make 
the effort to go to an event in person. In fact, residents of London who watched a 
rehearsal of London 2012’s Opening Ceremony in the stadium said that they were 
unable to understand a single thing as they watched because the entire ceremony 
had been scripted for television, not the in-stadium audience.
 The mass broadcast of Olympic content creates public images, or collec-
tive memories and perceptions, of entire cities and time periods. Architectural 
theorist Kevin Lynch suggests that this is the future of imaging the city, and this 
project contends that it is – but at the moment, this fundamental restructuring of 
the world’s psycho-spatial organization is left in the hands of media conglomer-
ates at NBC. Again, if this seems unbelievable, consider that practically no one, 
myself included, knew where Sochi, Russia was before it was announced as host 
of the 2014 Winter Olympics. Now we not only know, but as a society we have a 
collective image of the city’s organization and architecture – all because of media.
 Imagine a media environment for the Olympics. It’s not much of a stretch 
when one considers the overwhelming barrage of broadcast and social media that 
occurs when the Olympics are, quote on quote, “on”.
 Imagine a responsive architecture and experience that can address nation-
alities, affiliations, and demographics.
 Envision choice – one of the tenets of interactivity in media – in the view-
ing of and interacting with Olympic content. On the ground there are several 
athletic and performance events happening simultaneously. NBC feeds us only the 
ones featuring Americans, and only the ones sure to generate viewership. For a 
fan of a particular athlete or event not celebrated by their home country, choice is 
a feature of urbanity and space that linear broadcast does not offer.
8  In Lynch’s terms, Image the City. Rather than reducing the city of London 
to cropped images of Big Ben and Tower Bridge, imagine an Olympic media en-
vironment that fully integrates the “public image” of that city before and after the 
event. This would allow for exploration and a revival of interest in the Host City 
as a city, rather than a pretty and debt-riddled backdrop. Cities function best when 
they can be explored. Architects can make exploration cool again.
 And lastly, dare to imagine what this could do to the sanctity of the stadi-
um. Venues are already chopped, cropped, resized, and reimagined by the media. 
What if this were voluntary on the part of the architect? What does a given view 
do to a person’s perception of architecture, and then collective perceptions about 
it? What if something as simple as choosing a viewing angle could be a choice?
 This is the backbone of the project, a fully immersive virtual reality 
construct to replace the broadcast media of the Olympic Games. If television has 
linearized spatial understanding, virtual reality - a fast approaching future – will 
spatialize it again, and therein lies the opportunity for the architect.
 In architectural discourse, this is a design research project. I capitalize on 
a large amount of history and data and formulate a provocation for design, rather 
than resolving one myself. My interest is in beginning an incredibly multi-disci-
plinary conversation rather than claiming that architecture can solve this problem 
alone.
 What this project hopes to achieve is a reimagined understanding of 
architecture’s role in media. This project was never truly about the Olympics, but 
about how we have allowed the work of spatial exploration to be passed to media 
professionals interested only in viewership and “hits”. This project is a spatializa-
tion of a previously linear media experience – turning the act of experience itself 
into an urban condition to be explored. By actually designing in media for media, 
perhaps architecture can reclaim Spectator, Spectacle, and Site. And by combining 
this knowledge with a vision for a collective space for shared experience, perhaps 
we as a community can change the nature of global human interaction.
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“The interfaciality of software is of particular interest in large part because software is now asked to structure flows of social organiza-
tion in ways that used to be the assignment of architecture...how software itself is an envelope in the manner described by Zaera-Polo: 
what political ecologies it enrolls, and how does it, as an envelope that straddles the material and immaterial, augment or even cooperate 
with the explicitly architectural envelopes he described? Is there also a typology not only of individual performances but a matrix of the 
mutual intra-location of physical and virtual envelopes, architectural envelopes, and software envelopes, nested within one another?”
Benjamin Bratton, Surviving the Interface: the Envelopes, Membranes and Borders of Deep Cosmopolitics
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spectator and athlete is the m
ost funda-
m
ental and designed interaction in the 
entire Olym
pic event. The spectator’s 
closeness with the athlete is cultivated 
first through official broadcast and still 
im
agery - either photographs or footage 
of athletic perform
ance. The spectator 
then further interacts with the athlete 
through the use of social m
edia. The ath-
lete becom
es a character with a distinct 
persona in spectator’s m
ind, which allows 
for a certain fam
iliarity that is then ex-
ploited in official m
edia - i.e. closeups of 
M
ichael Phelps’ m
other after he wins an 
event as part of the official broadcast. 
Im









































































































































































































































































































































































































































































































The relationship between spectator and 
architecture can be divided into two cate-
gories because Olym
pic architecture acts 
in two ways: as an interior space-fram
ing 
device and as an exterior object. These 
divisions between interior and exterior 
are not drawn in the traditional sense, 
but instead in relation to the cam
era and 
therefore the spectator’s eye. An im
age 
like the one to the right, which crops 
the architecture, uses the stadium
 to 
fram
e a space - an interior. Though the 
photograph is taken both outdoors and 
outside of this building, it is the perfor-
m
ativity of the architecture in this im
age 






like this provide a spatial backdrop in 
which spectators can displace them
selves 
through im
agery. They show both scale 
and context and are instrum
ental in the 
form
ation of a m
ental spatial construct of 
the Olym
pic Park.
Photo cropping makes this an interior space for mental projection rather than an exterior one.
Im


















































































































































































































































































































































































 is adapted from







edia conditions of the 
Olym
pic Gam
es necessitate a transdis-
ciplinarity and openness that architec-
ture has not yet em
braced. By celebrat-
ing overlaps with UI/UX design and 
graphics, the definition of architecture 
can change to accom
m
odate a growing 





































“[Beijing 2008’s] Bird’s Nest and Water Cube stood out more than any of London’s venues. Their designs were truly Herculean, truly 
Olympic in scale.”
Professor Rick Burton, Syracuse University
Interview on Monday, October 14, 2013 at Falk School of Sports Management
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6former site of CENTENNIAL 
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illion available tickets, 8.5 million were 
sold - the highest of any Olympic Games
com
pared to 8.5 m
illion physical spectators, 3.1 
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illion available tickets, 3.8 million were 
sold
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for the 2004 Gam
es, NBC 









the total cost of the 2004 Olym
pics was
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inclusion of venues and sites such as The Acropolis, 
The Panathinaikon, and M
arathon
220 COUNTRIES
participated in the Olym
pic broadcast
first Gam





































































































































































































































































































































































































































































































illion available tickets, 8.2 million were 
sold
com
pared to 8.2 m
illion physical spectators, 3.6 




for the 2012 Gam
es, NBC 
offered 5535 HOURS of 
program
m
ing on television &
 
online. reaching 219.4 MILLION 
viewers






the total cost of the 2012 Olym
pics was
QUEEN ELIZABETH OLYMPIC PARK, including 
the Olym
pic Stadium






, Tennis Centre, and W
ater 
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1.9 BILLION video stream
s across 170 
affiliated websites
59.5 MILLION views on the official 
YouTube channel, 2700 HOURS of content
a com
bined 5600 HOURS of coverage 
were available via television and 
internet
NBC’s official website for the Olym
pics 
achieve 1.9 BILLION page views




































































































































































































































Prior to the Gam
es, the London Organizing Com
m




issioned and circulated 52 aerial im
ages 
of the Olym
pic Park to be used by m
edia outlets. These were the officially licensed photographs of the Park from
 the air (discounting 
any taking during the Opening Cerem
ony and then the Gam
es). The Spectator’s conception of the Olym
pic Park from
 the air, then, is 
entirely created and controlled by these im
















































ittee (IOC) retains ownership of all im
agery after each Olym
pic Gam




pic.org, the official IOC website which contains a slideshow for each 
Olym
pic Gam
es. The quantity of im
ages in these slideshows varies for each Gam
es for a variety of reasons including 
the transition from
 film
 to digital photography and m
edia budget. This study involves:
 
ATLANTA 1996 (528 photos)
 
SYDNEY 2000 (904 photos)
 
ATHENS 2004 (1006 photos)
 
BEIJING 2008 (2521 photos)
 
LONDON 2012 (1740 photos)










































































































































age which depicts athletes in action, usually including architectural context 
though this is not the focus of the im














































































































































age which contextualizes itself through depiction of any aspect of the Host 
City or its culture, as well as any im
age which fram
es or focuses on the official logo 
of the particular Gam
es (i.e. “Beijing 2008”). Im
ages depicting caricaturization of 


























































































































Using the color schem
e shown on previous pages, each photograph was coded and 
plotted onto a m
ap of the Park in which it was taken. The m
ap boundaries were 
selected by locating and centering each Park. Photographs taken outside the visible 



























































A highly decentralized Gam
es, Atlanta’s venues spanned from






















































hile Athens’ Park was still fairly centralized, m
ost of the photography took place 






































































































London utilized a centralized Park, off-site locations such as O2 Arena and ExCeL 
Center, and historic sites like W
estm











































































































































































































































































































































































































































































































































































































































































































































































































































































































































































“The real world is not impervious to play and, by definition, Games are not necessarily fiction.”
Susana Ruiz, Take Action Games
Digital Witness Symposium at Syracuse University’s Newhouse School of Communications
Thursday, October 10, 2013
Im







































































































ed ourselves so that we could reverse the poles of reality and unreality by the sim
ple m





pletely unconnected to any other physical reality. The sim









ust learn to 
m
ake fictional or video-im
age-like architecture; and secondly, we need to m
ake that architecture ephem
eral and tem
porary.”
















































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































In Tokyo, IMAGE ACTS AS ARCHITECTURE.







































































































































































































































































































































































































































































































































































































































There are several key sim
ilarities between the Disney and 
the Olym
pics. On a corporate level, both are run by private 
com
panies - in the latter’s case, this is often forgotten. On an 
architectural level, their prem




odified slightly to situate itself m
ore com
fortably in the 
H
ost City.  The footprint, econom
ic im
pact, and reception 
of these interventions vary in each city, yet the underlying 
philosophy is universal and uniform
. W
hat Disney does, per-
haps m
ore successfully, is engage the visitor’s suspension of 
disbelief as well as celebrating its caricaturization of H
ost 
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pic Park prior: “to [brand] M
exico 
as a cham
pion of its own culture, a claim
 that 
had precedents in the construction of the post-
revolutionary cultural apparatus of M
exico after 
1910.”
1 This began years earlier with M
exico’s 
self-representation in a spate of W
orld’s Fairs and 
Expos and culm
inated in the XIX Olym
piad. 2 The 
graphic identity of M
exico ’68 was sim
ilarly pur-
poseful, and the fact that it m
anifested as urban 
artworks in public plazas was a testam
ent to the 
sym
biosis of architecture, design, and im
aging in 
the m
inds of the M
exican people (see Fig. 3). 
These ground-based artworks were so large, it was 
as if they were designed to be seen from
 the air, 




ote place of view-
ing than the hum
an eye, such as the m
oving vehi-
cle. 3 The sym
bolism
 of public space was not a new 
concept in M
exico City, as the protests preceding 
the ’68 Gam
es took full advantage of the Zócalo 
for its im
agistic and ideological connotations, tak-
ing precedence from
 the im
agery of the M
exican 
Revolution in the appropriation of public space. 
1 
Castañeda, Luis. “Beyond Tlatelolco: 
Design, M
edia, and Politics at M
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Design, M
edia, and Politics at M






e entered the Zócalo, the square that is the 
sym
bol of our national life…
we had to ‘decon-
secrate’ the Zócalo – and we did, three tim
es.”
1 
Both the Plaza de las Tres Culturas, site of the 
1968 m
assacre, and the Zócalo em
bodied the 
conflation of several periods in M
exican history, 
converging on and infusing these spaces with 
political volatility (see Fig. 1). 2 The photography 
both of protesters in the Zócalo and the spaces 
designed for the ’68 Olym
pics convey an aware-
ness of M
exico’s own history in a dualistic though 
not necessarily discordant way. In fact if anything, 
M
exico is m
arked at this tim
e period with a com
-




itation are present in 
the photography of Rio de Janeiro circa 2013. The 
appearance of the im
agery of protest is, at first, 
eerily sim
ilar to that of the events im
m
ediately pre-
ceding the Tlatelolco M
assacre in ’68. The utiliza-
tion of im
portant m
unicipal public spaces for pro-
test is a universally powerful phenom
enon, but the 
staging and im
age capture involved in Rio seem
s to 
deliberately m
irror that of M
exico. Each event is 
depicted as the m
asses asserting their dem
ocratic 
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